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[ TO ] I.S/SS u - * © J: 5 K tfcg&fl W W«c*ni»«>J* 
fP*^<S <t <* ft Z f - A £ fflt** 6 $ -eassg b 

ii/c»^2©y-A©i>-rti*>*ajRu. mi<Dy- 

A©iSJRB#(C«^U-^^*«^|g3 <DSM±-CH 
*T£t>\ »2©y-A©iHRB#«:li®loy-AC[)^P 
(C(£W«clM¥« 7- U -Mr - K B» 3 it * @ ffl-C«§J# § 
n/ciffigy- A £^»B 3 ©HS±-c jiff St**. SB 

i©y-A$fc«^2©y-A©j?7^«> y-A^iffl 
(cfsj t> fy & < . — Momm mmmrtistr <* ft -s $ -e;*© 
y-A©»f*^±-rs. 
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[«FfiFie*offiffl] 

mr!BA#^f9:£/i-i, r ^ £*i £ y u -r if -*> hoxfem 

-T -5 y U W +-©&ft£#Mb^oMIBSI^&©iIjS 

±-CBtrfe» i (oy-Azmir-rzm i ©y- A»f#© 

«»:, 10 
© y U ^ tC&KttttfE* 7' U ^ ^ - {c W® 3 # -S S^-C 

t8j£3ftfciiirfai£2©y-A<ii,T©y-A£. b5iba 
^gtctt-r s y u ^ +-©gi^*#Mi/ooMfe«^ 

^S©HB±-C^f -rS^2©y-AHtf^f3<t . 

HijIB^ 1 ©y-A$fc«^2©y-A©H^I^L> 20 

•£©y-A#j«*7LfctB£«:tt. y-Aj&Wtcffifc^ft 
<. ^©y-Accjsto-c— ffi©^Wffiffl*ii9:Tsn-r 
t>£ il»IB*««*«3&J*IJ}!ir4 *r«riEW 1 fcJctflfl 2 

©y-A©nff£^±-r-5>y--A©ffl#«£. 

[ tmm 2 ] h?ie» i ©y- a^t arey u 
-<^-<om'mn.t^xwc&^ntc'ptj:< t$>— ?©* 

y- A^Huian i ©y- a i ursitf u 
wsa^2©y-AH?T#e». mriB+-P7i'^*5^b-r 30 

ir-©«fP«:it:cr»f3t©3-^±*3fefT-r*Bffi*«r 

f-A„ 

[irons-] «na»i©y-A*tf*a». tweyu 

y-Azmzm 1 ©y- A £ lt»f 0. 
fuiB»2©y-A^f#©w. mria+ + 7i'^^yu'f 40 

ir-<c«fP«:i£i;r»fffi©=i-^±*3etf-rSBffl*W 
s/cto{c^s^fp^mria^*^ia ; &^L/-r y u -/ y- 

tc»#U ^©S^CcWL.Ttf^txfcmiiayu-Yi'-© 

awt «wfflf s c i i r 4 it** 1 ibis© y- a 

[ 4 ] y- ABjffi©^3M3 1 . 
y W y-O&mciCDfcfi-Sf £tttfJT-5> A*¥®4 . 
BulB A*#fa*/T L- 6ti 4 y U -f + - *» 6 ©f^ 

(ca-^t>r^fi©y-A*/c«02©y-Ai&a*?i-5 50 
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2 

Mtalft 1 ©y- A#jlfl? $ ftfc t % . ItiflBA^&K:** 
JHfl^i L"Ci95£ $ *x/c4>ft < t *>-©S£j£I§£#if 

tt»©«tejamiriiitt*»5i»»y-A*«wBSii 1 ©y 
— a i it Btria*^#©©iiM±r»f-r £i» 1 ©y- 

MfBHI2©y-A#jSiR3*ifc<!:#. HvtBA^J&fc:** 
ysywy-©&ft^#JiaCo-?. H«iass.^y-A-e 
Hut BSfc6JBl£i* s fc«xcj4Wtti»ff * y u ^ y - ccgf# 
3 -a-* @ wnftas *ifc*«y- A&meare ©y- a 
<t L-cg?rfaa^©©iiiM±-ciiiff sm2©y-AH 
tf^©i. *«*/cc £*#$<!: -rsy-A^x^A. 
[is*^5] BtrtBm2©y-A»f^«. tMias^ 
js**y v a y-<sm<XK.fc cr Bf5e©»»±*3ttT -r s 
iliM*H«ia^^fca^3#oo. Miats^^^w 
{c»sfc«>{C!£>s&»i^*H?fa*7S#©%/»-L-r yu 
+• - fcut^-r s c <t i r s m&m a t a«g© y- a 

[ti^6] H«gB^2©y-Aii?f*©». huibi^ 

m&y U- -f -V- ©»fg«ci6D-C»f3E©»«±*3tfirr 6 
SM£ii«ta^i^g&c^3t{-oo, BulBlt^^ji^J 

(Cgl4fc*(C^^^f^B«IB^#fS*/M.-C 7'U -i 

y-tcttLxm&b. ^©s^cc^urffton/cttfiay 
u -f y-vmtz&m* h c t zmmt-r ^w^4 ib 
tg©y-A->xf a 0 

[ts*]i7] yu^i'-^e.©fi^fc»-5^r^i© 
y-ASfc«m2©y-A©^-rn*^jstRT4^w 
4. 

^u-/t- ©^^*f^ <b L/ r ta^ 3 n tcptt < th—<D 

wiaawy- te«>cc!fi5««cSM¥*y u 
-f -v - k b» 3 # m (fireman 3 n/c^g y - a ^mrie 
^2©y-A<!: UTH?ia^^is©iaB±-c^f-rs^ 

(Hi. 4=3>f^-^tc3ltf3-l±-2>fcto©y-Afflya 

y^ A*5ia^3 n*ia > t: » - *r#bm ^i«6ftiaa« 
ft. 

[»?l©»lffltt8WB] 
[0 00 1] 

[»98©«-4"4a«»if3 stm^©y-A* 
ey ^oas±-cii^-r s y- a 7- A^cre-r s „ 

[0002] 

[«£*©1SIB] COIOy-A^fAibt, 

©t'y^y-A©^-ifc«. yu^-^-^is^Js^WfiS 

-TS^-Ki. WEg3*T,/cg^^U-^CCWiS3-«i-r 
8881**9*- Ki*«l*A:fc©*i««Stiri»*. - 
^. y— A-te>£— H(cf9:|g3to5>t<>fc>»9>'ST— y— K 
y-A^©^»-C«. yu-fi'-*^^<b^- 3 -c^© 
«jt«*»»)tt*t6U-^*«5*>©^*SW. *©U 



3 

i». c*u*r-y- Yv-~j»m<Dftm-ckf7v 

r — o©S6 S y- a ewera* h ii S £ r y u 3 

[0 003] 

[ftn#W£feLJ:9&-3-siMi] ssJuy-Atcteor y 

T'Jr^iSM^itmt yw+-©U-X©!ig 
»9 1 ftoflEgtmi ur#ll«:SI*3 i*£ c <fc Kfc «? . 

*tl(C# r>T 7 U -f + -(C ttttACCM? & &B©fedfttf 

RUJHttfcC > &©©. y u K*f LTttStcwr 
fete&B& 3 tiiMittSCto 0 < . !3Jm«:|Si!**54> o 
r 4>-£© <fc 5 tt*mi**L ttt>«©»B*«iB-C* a 

[0 004] ISSU-x©J; 5 {ctfctMMPPI 

HMt^i:* tsnsy-A £#]4>*a>e>8U8! 

[0005] 

syt»o#si B»*ai©»iii«. y- 

yw-f-#>6©J^cgoi>-c. miga^i*/c«^2 
<Dy-A<o^-rti^miR-n>m^mt . busbjh 1 © 
y-AWjiJWciSSur. tweA^lwcatTsyn 
+■ - ©«f / P ; &#fl§ 0 ooi K3i^»©BiB±-a»lBiB 
i©y-A*^f-rsmi©-y-A^f^isi. hu13» 
2©y-A©jgiw:jct;gi,r > ftjia!ju©y-A©yu 

n/cmiB^2©y-Aiu-r©y-A4 > miba^^ 
a y u + - ©»ff t of?i a^#s© 

Bi®±-C^f-r^2©y-Ajltf#S<!:. :/U<f+- 
**y-A«c»L"ClftTl/*:aarKrtM«:flSI"r4«8i|* 
IS t . -ffi«WI««Jitti*sST Shtl>4 4 Ml BRUM* 
K*J«Wll,fcC t^^fri Lr, fWBafl^gWcrjW? 

$ n/cMSE^ 1 ©y- a * fc « m 2 © y- a ©ntf * sf 

oJU ^©y-A#*?7Ufc*l-&fc:W:, y-AfiRUCcfej 
to<3*<. ^© y- A tc*f 0T-S©«» WilHftWSfF 

?>'m2©y-A©»T^±^sy-A i sa#i3i. * 

[0 0 0 6] C©&!B$C£ft«. 2«S©y-A©ti-T 
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4 

"TSC^^r ££-?r. mi©y-A*jj:0*®2 

©y-Ac-en-etucstor. yu-f-^-^STL/cig 

<i^»ifg * y u ^ + - cc gft 3 * y- a 

*yiWi>--«: turret*. 

[0007] m>m 2 ©^H^tt. 1 §ea8©y- a 
>>*irAct*5i>r. B5ia0i©y-Aj|?f#©(*. mrts 

10 yL^y-©&ft^£LrtaS3ft/c^fc< <!:<£> — 3 

-^y-A4i3fB^i©y-Aib-cntfL > Btia^2 
©y-Aiitf#i9«. Hfl!a*+^£#yw^-©& 

mcit>{;-C^©3-X±?:^f-r^Biffi*BlilB^^ 
3 ttoo. ii^a**5**£^{c&£fc«>fc: 

sfiastt»i«i*«riBaw*s*^ or y u + -Kff^-r 

[000 8] C©2PJK;j;ntf , * 1 ©y-Arj®&« 

±tf s fc* ^sa^oig*^ 2 ©y- a© y w ^ c 

[0009] »^3©^bj«, ntntm 1 IBt£©y-A 
->^f-A«:teiir. b5IB^ i ©y-AHtf#-l9:t*. f5fB 

©+t?f y&^t?»ifc©+ + ^ f ^ RBrMi£t&^ u 
-^y-A^B«rfaigi©y-AiLr^fL-. tuSdSg2 
©y-AHtf^©«> WE+ + ^ f*3&iyu-f 

fptClB C r Sf^©3 - X±4^f -T SHM?: MfB*^# 
J&cc^inSttoo. BtlB+i-^^^^M^cgl-S/c&K: 

!fi»tt»ff*«r8a«^*«*^ br y u -f icn* 
30 u *©s*(c*furfrbnfcfriByu-f+-©»fp4 

[00 10] C©^^cJ:n«. Sfl2©y-A£:/U-C 

•r-s^. ^i©y-Arj®(4*±if.s/tJ?)(c£>s^ 
{^yu-Y-^-ccs^sn. ^■©^*«:>(t-r-5.yu'fi' 
-©awasfpffiSftsor. -e©ifffi?:acru-xy 
- Acc^ajft^y u +'-tcaB?3-a-s c i*ir# 

[ooi i ] ii*^4©^Bj«. y-Ams©a^#« 
Vsnsicm-i^xni ©y-A*/c«^2©y-A*3i^ 

t--5.3liR«3<!:. BtrlBMl©y-A*5jMjW3nfc4#, 
Suf B A^i2«:*f-5r S^Mt- ©tftf¥«#J» Loo. 

-©^jg*^tftt»©8ft3tsrarBsa*» o «wy- 
A^BiriB^ i ©y- a i o-CB"fiB^^K©ia®±r* 
n-rzm i ©y- Anstf^si . b5ib^2 ©y- aa^js 

4#R5bo-o. SiriB»JS|y-AririB»^S'&»SA:i«> 

so Kifiwaitfieft y u w -v- tew* 3 -<*s @ wr«jfiK3 n 



5 

tcm^y- a £8u tasi 2 © y- a <t t, -ctiria*!^©© 
mffi±x-mn?2>m2<Df~j>.mn&mt zmz-tcy- 

[00 12] CO^fcitlti. H2©y-A4jitRC/ 
[0013] f»^5©^BJ«, fi^4IBSg©y-A 

iszf-Aicte^x. miem2<Dy~-&mn^m*. ttrta 10 
[0014] c©#wicej:*i«. mm±.z&mm&miT 
[0015] mmeoxim** i&jjss4iB$©y-A 20 

ixXr-Atcfe^r^ milBm2©y-A»f^S«, mile 

ffitm&y \- 4 -f-©&ft«:ts c xm m<Dmm±^n 

[0 0 16] CfiWBHCcj:™*. »Ji±*»t)53WttT 
®©ttlMjI^£^©=i-X^H. ilt>ii*^«:tf 5 

^©^m^w^-Kg^n. ^-©g^tt^-r-s 30 
:/W^-©&{lH#f¥ffi3*-i£©-e. r 
a»y- a KsfiMStt»f¥* 7- u +-kmm §«ci 

[0017] »*S7©»WB. rfXsj^-frhoyfeni 

tcs-s^r^i ©y-A$/t«ip2©y-A©t,^-rn^ 
«« 5 H»y- a*imb* 1 ©y- a & b x mn t -s^ 

*mriem2©^-Ai urMlB^#^©iiiM±'riltf 

-f-5>#Jfi£. £:3>b-*-*&cS!tf3-i+£/cit>©y-A 

•ffl y n y ^ alibis ^nfc3>f 3 - *§s#m •? «nnn 

[0018] e©»9§CcJ:ti«. §mm#lc3ffi2titc 
■7u if=y A£a > f ^ - £ Kt Jltf 3 C <t (C«fc <3 . 
^© 3 > f * - £ £±j$ 0 fciftg&B 4 ©IfcHjj tCfc tf S ji 
tR#&. mi©y-A^f#!3*JJ:O'02©y-ASItf 

[0019] 50 
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[»h©**©j6»j 0 1 «*^*t-^- py-A 

«<tL-CHJ6bfc^gg*^4>©r*S„ c©y-A® 
1«. g{£2, S^g3*jJ;^A73^g4«rWL.ri^ 
*mgS3ttCRT<S:±ft<!:UttsS?tl. ^-©^ 

miiiffi£fs4<&±#«crpj WfctflKrgtt 2 ©isratiffitciR 

gfc«5ima52 atft&w^*!, -e©^tHgp2 a©±mtc 
«a > h n 2 b ^ticm^m^xm^mic 
mvm-tbtix^z. 

[0 0 2 0 ] A*$lg4«. 3Vhn-;^UJi'2b© 

6 \%rf\yA *~frhfrxm\^5M&vmm 
la^sya-f^f-f 9 ^sf©A^g-c*s„ mm 

Sim 3 ilt, A2)3£g 4 *5 A7J#S il/t 

[0021] i2By-Af 1 ©^^©etss^*^ 
ASIiti. ■?■< t>u-7vnz- J y-*^&tvxmi&Z*i. 
U5 0<h> CPU 5 oa^cD^ic^xmm^m^ 

m.fs<^m. 3 ©H®±{CJSBS-r -5^*<JfflI|5I8g 5 1 t . C 

pus o^eo^ccfieorm^©-^-? > * 

5 3^?>W*3-l*S-9-^> PM«ia»5 2i, IB1S#I3 
<kUr©RAM5 4. ROM5 5*j<fcO-1fiS(jfB^g5 

6 t*1&jlX\,>2>. 

[002 2] ±IB©^§lJ®liISS5 1. 5 2. RAM5 
4. ROM5 5i$£Vffimmmm5 6«^X5 7£/J- 
ltCPU5 0i8^Stm^. *fc, CPU50(C 

a ««6fp U^*- 6 ©ISflrtflSKCJS D/cIa^* Hi^T-S,, 
[0 02 3] S6«C. CPU5 0tCB/tt5 7^lt 

3-f>^A«g5 8<b»i^Sn?.. 3-f>SA815 8 

«Mf*2 CC^etifcB»rS©3 -Y ^AP^e©^^ > 
(««) 0«AO«llittai-4 4£f>K. iaASftfc 

3 >©SS*iJ:!> , t5i5!©*l(±J^X^*iJ^%tT)& 

[0024] rom5 bicit-y-^mKommnikmm^ 

*IH)gBtf3gB5 6Ktt. mtfCD-RO 

W6ti> *©IBfii^f*K:«C P U 5 0 {C|ftSy-A*H 
tf 3 fc*©^JIi*IB^ L/c7*a y 5 A-£^©y- A 

cneo^a^^A-^y-iHi. CPU5 0*>e 
©*g^tCI&D-CRAM5 4©Bf^«l|!((CP- K3ft£„ 
[002 5 ] 03HCPU5 0 tc<fc-5.y- A©©Jffll^WI 
*ST7D-ft - hT£>£„ *y-A^l-C«. mi 

w-AtbxoMmi'-'ZZ'im'j ru-^t-Kj 
<t . -e©i5s u - x -c^g^ftna^fiif'p?: y u -r + - «c 



C5) 

7 

# -5 mtfi-emi&z titcm 2 ©y- a t l x<omm 

[0026] y- a« i icttL-cmfeommimit. w 
%.wmw(D®.A j $> y -fe ? h x -r v mmmnmfrinz, 

<L, CPU5 0BROM5 5 (CiStiS ^5 A&C 
-CBlfS©ffi«Wb®a*»f L- . ^©&K0 3 ©#M 

£ng#!-rs. cofeiftt. w-t—^A^s 10 

i) . aif^i/iwwsnfcit^jec^yu^Bi 

f- 7- s i fimmmm s ft s * -c y* y u w pi^ 
ai^ft*. xr»;« ucxxn-bmtiib'otmm 
sn/ci^a, y-A^tf^^/c^^^^^-o 
#&A3ftri,>s#>5#>#=i-/>§A£lg5 8 #>£>©& 
jjmmcm^xmwistiz (xf-^s3) „ 20 

*sj5A3ntUi&l,>itttX7-^ - S2^ &A3ftT 

[0027] Xf-^S4-CB, U-X*-K$/c«^ 
K©a!R#^gg3£:ft-LT^Wi»-&tg2}< 

3ft. -€-ntc*f-r2.^U"fi'-©jiiRmf'p^cpu5 0 
K-c&msft-s. siwtT&fcft££^*-K#jiw 

S n/c*>S*^ s *fi8fl $ ft. -F©itliXf^ 
SI 1^ f^ti&:^iSBXf-/7 , S2 
#>£>ft£>„ 

[0 02 8] Xr-^Sl lttt, *f^U-ft-©fii 30 

CPU5 OK-Ct&ffiSftS. ilJRpIfiB^P^©^"^ 
W^fflSJiatg^gS 6tCl2iaSft. yu<f+-©*R 

^mci&D-c-e-fte©^- f(cs^c^c^^©itfg^ 

^, ^^ft-eft^s-r^^^^-^tectom^®© 
®ff.f r -^^6tgjS3fts 0 mmmomt^t. mmom 

ft. ■e-fte.©>'^y-i'©^^*)-<±{cJ; i 3P^©W 

n. m«atf. fttf. ii^ii^©^-rft^^ 

U~x©fiJ§m<:ii;^£-^*.6#. *ft6(co^r»fS 

too29]^u-f -v-frmmm*: mm- & tm^x u 

v?.>&$lte£tlZ> (Xf -;7'S12)„ C©U^^> 

U y^>LS2*5«fcJ>'^SgU-^LS 3©3©|Sg&C#W 50 
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xmnstxz. 

[oo3o]guyx >-c«ia 6 tc^-r^*- kbb 

1 0 0*^^g3©i®ffi±K:«^§ftS. K 
SlffilOOtt. ^W+~*^Ji§^&©£«t£&9. tfe 

SlEr^fiKSft-So c©ffiiffii o otctt, 3f^©«g=i 

- x ftjBSjwfetfr zm-zmsfr h <Dm&xmm l tc 
©«w*6©ta^[r*i>fcJi8»*-* —j -/ > i o 

2 £. igtW©8i#T ? ^-CffiliSftSigfeW -f > K-M 
03i. UtW©fg7K*^mSftS3^> <> K-i> 1 

0 4i*5^W?>ft-5>„ 

[003 1 ] 15©ftMl/^>LS 1 «. ttJSU- 

@ttriTfrftSfc©-c&«3. Pd^iixd?- hiffig. @ig 

MS. JnSE^gfccfcOlgfT^ilSe^^RSSft^,, 
[0 03 2] X^-HWg«|§^*^-('5>yj:<X 
*-hS***HB*^"U-f-lr-{c»rfc©-C*-5. C© 
hi&fiB-cw:. l37«:7K-r ^^iczrv-i-V-amm. 
m 1 0 5 *iffij£y- h (CAofciW^ > •> ^ > F f 

1 0 lCC^Sft. X^- h^f / P©*S*7 , U-f-V'-(C 
g^-r-Sfc^Wtt^n^Vh^^^h-'i' 1 0 4fC^ 

[003 3] C©f^. -t > 1 0 1 

ft/cy- h < ft. -efttc-^ft-itr 7 - u 

^y-#±iH©X*- mM^4fT«t5 iKftS 1 0 5*5 

x^-n-j. y- h*m>fc&£«>&ifeifejs i o 5*s 

y- h*W^*>-5»S-C©B#ra*5ftSi]5ft. -?-©B#raK:S 

-^c>ryu-Y+-©B6U*iSffi3ft4. c<z>iWM*^^ 

@^ (MX.IX3H) i^OiR^ft^. 

[ o o 3 4 ] x h»i««7», @MiWs. mm 
Rg) o mmm^ximmm^mw^-^^.nbxi,^ 

WM^^^h^ioiiciiJh, -e-©^*ic 
*jt,^rf&©.^-?'7K?B* t P^©^<13fA«7K3ftS < , c 
ft6©^tc^ft#r. =3^>h^^>h'^ l 0 4fc« 
«©J»4«M[bfc»}*«*»)**ail-5-4i^t- K© 
(ST^X 5 3 ^-©^®4^< g©3^< > h *i^3ft^» 
iitK. ^-©iHljfimiL-C. »fpU^'-6*Blr^©ai 

{%Lxmmm,*tt<,c®®i2itz>£ *> 
^•©^(cee-,-c^u-r-t'-*s±#< ®iei$M;£fTfc;=i 

[ o o 3 5 ] tmsmmxit. meicffk-r^^icy-u^ 
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(57) [Abstract] 

[Technical problem] The game system by which from a beginner to an expert can 
enjoy the game for which comparatively special knowledge and operation are needed 
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like a horse race race is offered. 

[Means for Solution] In the game system equipped with display 3 and the input unit 4 
which receives operation of a player When the economical value that a player is 
fixed is dropped, based on the directions from the player given through an input unit 
4, either of the 1st or 2nd game is chosen. At the time of selection of the 1st game, 
a horse race race etc. is performed on the screen of display 3, and the practice 
game constituted the making a player master operation required for the play of the 
1 st game purpose is performed on the screen of display 3 at the time of selection of 
the 2nd game. After the end of the 1st game or the 2nd game forbids execution of 
the following game until there is nothing and fixed economical value is dropped with 
respect to game results. 
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CLAIMS 



[Claim(s)] 

[Claim 1] The game system characterized by providing the following. The display 
means of a game screen. An input means to output the signal according to operation 
of a player. A selection means to choose either the above 1st or the 2nd game 
based on the directions from the player given through the aforementioned input 
means. The 1 st game execution means which performs the 1 st game of the above 
on the screen of the aforementioned display means, answering selection of the 1 st 
game of the above and referring to the operation of a player to the aforementioned 
input means, The game as the 2nd game of the above constituted the answering 
selection of the 2nd game of the above and making a player master operation 
required for the play of the 1 st game of the above purpose The 2nd game execution 
means performed on the screen of the aforementioned display means, referring to 
the operation of a player to the aforementioned input means, A distinction means by 
which a player distinguishes the economical value dropped to the game, It is 
contingent [ on what the aforementioned distinction means distinguished when fixed 
economical value was dropped ]. When execution of the 1 st game of the above 
chosen with the aforementioned selection means or the 2nd game is permitted and 
the game is completed The game management tool which forbids the above 1st and 
execution of the 2nd game until the aforementioned distinction means will distinguish, 
if there is nothing and fixed economical value is dropped to the following game with 
respect to game results. 

[Claim 2] The game execution means of the above 1st performs the race game 
which competes for ranking among two or more characters containing at least one 
character set up as a candidate for operation of the aforementioned player as the 
1 st game of the above. The game execution means of the above 2nd displaying on 
the aforementioned display means the screen where the aforementioned character 
runs a predetermined course top according to operation of a player The game 
system according to claim 1 characterized by teaching knowledge required in order 
to manipulate the aforementioned character appropriately to a player through the 
aforementioned display means. 

[Claim 3] The game execution means of the above 1 st performs the race game 
which competes for ranking among two or more characters containing at least one 
character set up as a candidate for operation of the aforementioned player as the 
1st game of the above. The game execution means of the above 2nd displaying on 
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the aforementioned display means the screen where the aforementioned character 
runs a predetermined course top according to operation of a player The game 
system according to claim 1 characterized by evaluating the operation of the 
aforementioned player which required operation required in order to manipulate the 
aforementioned character appropriately of the player through the aforementioned 
display means, and was performed to the demand. 

[Claim 4] The game system characterized by providing the following. The display 
means of a game screen. An input means to output the signal according to operation 
of a player. A selection means to choose the 1st game or the 2nd game based on 
the directions from the player given through the aforementioned input means. 
Referring to the operation of a player to the aforementioned input means, when the 
1 st game of the above is chosen The 1 st game execution means which performs the 
horse race game which competes for ranking among two or more racehorses 
containing the racehorse of at least 1 set up as a candidate for operation of the 
player on the screen of the aforementioned display means as the 1st game of the 
above, Referring to the operation of a player to the aforementioned input means, 
when the 2nd game of the above is chosen The 2nd game execution means which 
performs the practice game constituted the making a player master operation 
required in order to manipulate the aforementioned racehorse in the aforementioned 
horse race game purpose on the screen of the aforementioned display means as the 
2nd game of the above. 

[Claim 5] The game execution means of the above 2nd is a game system according 
to claim 4 characterized by teaching knowledge required in order to manipulate the 
aforementioned racehorse appropriately, displaying on the aforementioned display 
means the screen where the aforementioned racehorse runs the predetermined 
Baba top according to operation of a player to a player through the aforementioned 
display means. 

[Claim 6] The game execution means of the above 2nd is the game system 
according to claim 4 carry out evaluating the operation of the aforementioned player 
which required operation required in order to manipulate the aforementioned 
racehorse appropriately, displaying on the aforementioned display means the screen 
where the aforementioned racehorse runs the predetermined Baba top according to 
operation of a player from the player through the aforementioned display means, and 
was performed to the demand as the feature. 

[Claim 7] The procedure which chooses either the 1 st game or the 2nd game based 
on the directions from a player, The procedure of performing the horse race game 
which competes for ranking among two or more racehorses containing the racehorse 
of at least 1 set up as a candidate for operation of a player as the 1 st game of the 
above, The procedure of performing the practice game constituted the making a 
player mastering operation required in order to manipulate a racehorse in the 
aforementioned horse race game purpose on the screen of the aforementioned 
display means as the 2nd game of the above, The record medium with which th 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the game 

system which realizes games, such as a horse race, on a video screen. 

[0002] 

[Description of the Prior Art] As this kind of a game system, what the player 
equipped with the mode in which a racehorse is raised, and the mode in which enter 
the raised racehorse for a race and it competes for results is offered in the field of 
video game for home use. in the so-called field of the arcade game machine installed 
in a game center etc. on the other hand, although there are some which fight a race 
a player serving as a rider and manipulating a specific racehorse, exist and there is 
no thing equipped with different game mode from the race this is because 
unreasonableness is in restricting play time from a viewpoint of the countervalue to 
the fixed economical value which the player dropped, and making a different game 
whose number is two in the restricted range play until satisfaction is acquired in the 
field of an arcade game machine 
[0003] 

[Problem(s) to be Solved by the Invention] If it is going to raise a reality in a horse 
race game, you will evaluate the superiority or inferiority of diplomacy of the race of 
a player, and will make it reflected in the order of arrival, and various kinds of 
knowledge about a horse race will be required of a player in connection with it. For 
this reason, for the player which does not have the knowledge about a horse race, 
the tips which raise the results of a game will not be known but it will become the 
so-called game system self-conscious about visiting. Although there is no problem 
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of a limit of play time at video game for home use, even if the point that the 
knowledge about a horse race is needed to a player does not have a change and it is 
interested in a horse race, need of those who do not have such knowledge cannot 
be evoked. 

[0004] this invention aims at offering the game system by which from a beginner to 
an expert can enjoy the game for which comparatively special knowledge and 
operation are needed like a horse race race. 
[0005] 

[Means for Solving the Problem] An input means to output the signal [ invention / of 
a claim 1 ] according to the display means of a game screen, and operation of a 
player, A selection means to choose either the above 1st or the 2nd game based on 
the directions from the player given through the aforementioned input means, The 
1st game execution means which performs the 1st game of the above on the screen 
of the aforementioned display means, answering selection of the 1st game of the 
above and referring to the operation of a player to the aforementioned input means, 
The game as the 2nd game of the above constituted the answering selection of the 
2nd game of the above and making a player master operation required for the play of 
the 1st game of the above purpose The 2nd game execution means performed on 
the screen of the aforementioned display means, referring to the operation of a 
player to the aforementioned input means, A distinction means by which a player 
distinguishes the economical value dropped to the game, It is contingent [ on what 
the aforementioned distinction means distinguished when fixed economical value was 
dropped ]. When execution of the 1 st game of the above chosen with the 
aforementioned selection means or the 2nd game is permitted and the game is 
completed The technical problem mentioned above is solved by the game system 
equipped with the game management tool which forbids the above 1 st and execution 
of the 2nd game until the aforementioned distinction means distinguished, when 
there is nothing and fixed economical value was dropped to the following game with 
respect to game results. 

[0006] Another game cannot be played, unless a player will drop fixed economical 
value to the following game according to this invention, if either of two kinds of 
games is chosen. Therefore, only the volume corresponding to the economical value 
which the player dropped can be given to each of the 1st game and the 2nd game, 
and even when the game which needs special operation and special knowledge like a 
horse race is prepared as the 1 st game, a player can be provided with sufficient 
game in order to make a player master those operations and knowledge. 
[0007] Invention of a claim 2 is set to a game system according to claim 1. the game 
execution means of the above 1st The race game which competes for ranking among 
two or more characters containing at least one character set up as a candidate for 
operation of the aforementioned player, is performed as the 1st game of the above. It 
is characterized by teaching knowledge required in order to manipulate the 
aforementioned character appropriately to a player through the aforementioned 
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display means, the game execution means of the above 2nd displaying on the 
aforementioned display means the screen where the aforementioned character runs 
a predetermined course top according to operation of a player. 
[0008] According to this invention, a player can be made to understand knowledge 
required in order to raise ranking in the 1st game through the play of the 2nd game. 
[0009] Invention of a claim 3 is set to a game system according to claim 1. the game 
execution means of the above 1st The race game which competes for ranking among 
two or more characters containing at least one character set up as a candidate for 
operation of the aforementioned player is performed as the 1st game of the above. 
The game execution means of the above 2nd displaying on the aforementioned 
display means the screen where the aforementioned character runs a predetermined 
course top according to operation of a player Operation required in order to 
manipulate the aforementioned character appropriately is required of a player 
through the aforementioned display means, and it is characterized by evaluating the 
operation of the aforementioned player performed to the demand. 
[0010] Since according to this invention operation required in order to raise ranking 
in the 1 st game is required of a player and the operation of a player to the demand 
is evaluated when playing the 2nd game, a player can be made to understand 
operation required for a race game through the evaluation. 

[001 1] An input means to output the signal [ invention / of a claim 4 ] according to 
the display means of a game screen, and operation of a player, A selection means to 
choose the 1st game or the 2nd game based on the directions from the player given 
through the aforementioned input means, and when the 1 st game of the above is 
chosen, The 1st game execution means which performs the horse race game which 
competes for ranking among two or more racehorses which contain the racehorse of 
at least 1 set up as a candidate for operation of the player, referring to the 
operation of a player to the aforementioned input means on the screen of the 
aforementioned display means as the 1st game of the above, Referring to the 
operation of a player to the aforementioned input means, when the 2nd game of the 
above is chosen The technical problem mentioned above is solved by the game 
system equipped with the 2nd game execution means which performs the practice 
game constituted the making a player master operation required in order to 
manipulate the aforementioned racehorse in the aforementioned horse race game 
purpose on the screen of the aforementioned display means as the 2nd game of the 
above. 

[0012] According to this invention, when the 2nd game is chosen, a player can 
master operation required in order to perform a horse race race, playing a 
predetermined game. Thereby, even if it is the player which is insufficient of the 
knowledge about a horse race, a horse race game can fully be enjoyed. 
[0013] It is characterized by teaching knowledge required in order to manipulate the 
aforementioned racehorse appropriately to a player through the aforementioned 
display means, invention of a claim 5 displaying on the aforementioned display means 
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the screen where, as for the game execution means of the above 2nd, the 
aforementioned racehorse runs the predetermined Baba top according to operation 
of a player in a game system according to claim 4. 

[0014] Since the optimal position according to the view of knowledge required for a 
horse race race, for example, a furlong rod, and a gall board and **** etc. is taught 
to a player through the screen where a racehorse runs the Baba top according to 
this invention, a player can deepen the knowledge about a horse race with nature. 
[0015] Invention of a claim 6 is set to a game system according to claim 4. the game 
execution means of the above 2nd Displaying on the aforementioned display means 
the screen where the aforementioned racehorse runs the predetermined Baba top 
according to operation of a player Operation required in order to manipulate the 
aforementioned racehorse appropriately is required from a player through the 
aforementioned display means, and it is characterized by evaluating the operation of 
the aforementioned player performed to the demand. 

[0016] Since according to this invention the operation for performing operation 
required for a horse race race, for example, the course change to the acceleration 
and deceleration of a racehorse or right and left, last spurt, etc. through the screen 
where a racehorse runs the Baba top is required of a player and the operation of a 
player to the demand is evaluated, a player can be made to understand operation 
required for a horse race game through the evaluation. 

[0017] The procedure in which invention of a claim 7 chooses either the 1st game or 
the 2nd game based on the directions from a player, The procedure of performing 
the horse race game which competes for ranking among two or more racehorses 
containing the racehorse of at least 1 set up as a candidate for operation of a player 
as the 1st game of the above, The procedure of performing the practice game 
constituted the making a player mastering operation required in order to manipulate 
a racehorse in the aforementioned horse race game purpose on the screen of the 
aforementioned display means as the 2nd game of the above, The technical problem 
mentioned above is solved with the record medium by which the program for games 
for performing a ** computer was recorded and in which computer reading is 
possible. 

[0018] According to this invention, it can be made to function by performing the 
program recorded on the record medium by computer, respectively as the selection 
means in invention of the claim 4 which mentioned the computer above, the 1st 
game execution means, and 2nd game execution means. 
[0019] 

[Embodiments of the Invention] Drawing 1 shows the gestalt which carried out this 
invention as an arcade game machine. This game machine 1 has a case 2, display 3, 
and the input unit 4. Display 3 is constituted considering CRT as a subject, and 
where the display screen is turned to the slanting upper part, it is attached in the 
front face of the upper part of a case 2. Lobe 2a is prepared in a downward position 
rather than the display 3 of a case 2„and control panel 2b is attached in the upper 
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surface of the lobe 2a removable using the screw thread etc. 

[0020] The input unit 4 has the control lever 6 of control panel 2b mostly prepared 
in the center, and two push button switches 7 and 8 attached in the method of the 
right. A control lever 6 is a so-called joy stick type input unit operational all around, 
in view of a player. Display 3 functions as a display means and an input unit 4 
functions as an input means, respectively. 

[0021] Drawing 2 is the block diagram showing the outline composition of the control 
system of a game machine 1. CPU50 which a game machine 1 is constituted 
considering a microprocessor as a subject, and performs various kinds of operations 
and motion control required for advance of a game so that clearly from this drawing, 
The display-control circuit 51 which draws a desired picture on the screen of display 
3 according to the instruction from CPU50, It has the sound control circuit 52 to 
which a desired sound is made to output from a loudspeaker 53 according to the 
instruction from CPU50, and RAM54, ROM55 and auxiliary memory 56 as a storage 
means. 

[0022] Each above-mentioned control circuits 51 and 52, RAM54 and ROM55, and 
auxiliary memory 56 are connected with CPU50 through the bus 57. Moreover, lever 
operation detection sensor 6a and the push button switches 7 and 8 are connected 
to CPU50 through a bus 57. Lever operation detection sensor 6a outputs the signal 
according to the operation direction of a control lever 6. 

[0023] Furthermore, coin acceptance equipment 58 is also connected to CPU50 
through a bus 57. Coin acceptance equipment 58 performs detection and a truth 
judging of the kind of thrown-in coin, and number of sheets while supervising the 
existence of an injection of the coin (currency) from the predetermined coin slot 
prepared in the case 2. 

[0024] A fundamental program, and fundamental data required in order to perform 
starting processing of a game machine 1 etc. are written in ROM55. A record 
medium with the big storage capacity of CD-ROM, a hard disk, etc. is formed in 
auxiliary memory 56, and various kinds of image data and voice data which are used 
in the program which described the procedure for making CPU50 perform a horse 
race game, or its game are recorded on the record medium. These programs and 
data are loaded to the predetermined field of RAM54 according to the instructions 
from CPU50. 

[0025] Drawing 3 is a flow chart which shows the control procedure of the game by 
CPU50: In this game machine 1, the "school mode" in which the practice game as 
the "race mode" in which the horse race race as the 1st game is performed, and the 
2nd game which consisted of the horse race race the making a player master 
required knowledge and required operation purpose is performed is prepared, and a 
player chooses one of the modes and performs a game. Hereafter, the detail of a 
game procedure is explained based on the flow chart of drawing 3 . 
[0026] If predetermined initialization operation, for example, the injection of a power 
supply and operation of a reset switch, is performed to a game machine 1 , CPU50 
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will perform predetermined initialization processing according to the program 
recorded on ROM55, and will start processing of drawing 3 after that. In this 
processing, it is distinguished based on the output signal (for example, output signal 
from the push button switches 7 or 8) from an input unit 4 whether the player 
performed predetermined start operation to the input unit 4 first (Step S1). When it 
is judged that he has no operation, a predetermined demonstration play screen is 
displayed with display 3 (Step S2), and a demonstration play screen is displayed until 
affirmative judgment of Step S1 is carried out below. When judged as those with 
start operation at Step S1, it is distinguished based on the output signal from coin 
acceptance equipment 58 whether the coin of a frame required in order to perform a 
game is thrown in (Step S3). If it is supplied to Step S2 when coin is not thrown in, 
processing will be advanced to Step S4. 

[0027] At step S4, selection in race mode or school mode is required of a player 
through display 3, and the selection operation of a player to it is detected by CPU50. 
If selection is performed, it will be distinguished whether school mode was chosen, 
and when it is school mode, when that is not right, processing is advanced to Step 
S11 to Step S21. 

[0028] At Step S1 1, selection of the horse-riding horse first set as the operation 
object of a player is required of a player through display 3, and the selection 
operation of a player to it is detected by CPU50. The data of a selectable horse- 
riding horse are beforehand recorded on auxiliary memory 56, and the information on 
a horse-riding horse based on those data is notified to a player according to 
selection operation of a player. The data of a horse-riding horse consist of image 
data of the parameter which specifies the name of a horse-riding horse, the type of 
a horse-riding horse, capacity, and condition, respectively, and a horse-riding horse, 
as shown in drawing 4 . With the combination of those parameters, the capacity of a 
horse-riding horse is divided and set to speed, stamina, or instantaneous power etc. 
which is the element which affects the race expansion and victory or defeat in an 
actual horse race, it escapes, for example, and it precedes and of a horse- 

riding horse and either which is put and driven in are specified. Although the type of 
a horse-riding horse affects capacity and condition affects the difficulty of a race, 
about them, it mentions later. 

[0029] A player s selection of a horse-riding horse starts a lesson continuously 
(Step S12). It divides into the three-stage of the operation system lesson LS 1, the 
strategy system lesson LS 2, and the graduation race LS 3, and this lesson is 
performed, as shown in drawing 5 . 

[0030] The school mode screen 100 shown in drawing 6 is expressed as each lesson 
on the screen of display 3. A player serves as a student of a horse race school, and 
the school mode screen 100 consists of assumption of stacking various study 
through a practice course according to directions of an instructor. The main window 
101 which expressed signs that **** ran a predetermined practice course, with the 
view from back, the **** monitor window 102 on which **** under run was drawn 
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with the view from the side of a practice course, the instructor window 103 where 
an instructors face is drawn by rise, and the comment window 104 where directions 
of an instructor are displayed are established in this screen 100. 
[0031] The operation system lesson LS 1 of drawing 5 is performed the making a 
player understand fundamental operation when performing a horse race race 
purpose, and consists of start practice, evasion practice, acceleration-and- 
deceleration practice, and whipping practice. 

[0032] Start practice imposes the practice which starts a horse-riding horse with 
sufficient timing on a player. In this start practice, as shown in drawing 7 , signs that 
the horse-riding horse 105 of a player went into the race entry gate are displayed 
on the main window 101, and the information for teaching the method of start 
operation to a player is displayed on the comment window 104. For example, the 
purport which will be started if a control lever 6 is ahead pushed down at the same 
time the gate opened is displayed. 

[0033] Then, signs that the gate displayed on the main window 101 opens are 
displayed, and if a player performs the above-mentioned start operation according to 
it, the horse-riding horse 105 will start. Time until the horse-riding horse 105 
finishes coming out of the gate from the time of the gate opening is measured, and 
the ability of a player is evaluated based on the time. This practice is repeated the 
number of times of predetermined (for example, 3 times). 
[0034] After the end of start practice, evasion practice, acceleration-and- 
deceleration practice, and whipping practice are performed one by one (refer to 
drawing 5 ). In evasion practice, signs that the horse-riding horse is running the 
practice course are displayed on the main window 101, and the poor part of other 
horses, a puddle, etc. is displayed in the trip. If other horses are contacted in the 
comment window 1 04 or it passes through a puddle etc., while the comment of the 
purport which causes the fall of speed and consumption of stamina will be displayed 
to compensate for these displays, as the evasion measure, a control lever 6 is 
operated [ before and after], the acceleration and deceleration of the horse-riding 
horse are carried out, or directions are issued [ operating a control lever 6 to right 
and left, and moving a horse-riding horse to right and left, and ]. If a player performs 
skillful ****** operation according to the directions and evasion will be [ evaluation 
will go up and ] impossible, evaluation will fall. 

[0035] In acceleration-and-deceleration practice, signs that the horse-riding horse 
105 of a player and the instructor horse 106 which an instructor manipulates **** 
as shown in drawing 6 are displayed. And directions are taken out to the comment 
window 104 so that a control lever 6 may be ahead doubled with the slowdown of 
the instructor horse 106 according to acceleration of the instructor horse 106 and a 
control lever 6 may be operated back, respectively. If suitable operation is performed 
to compensate for directions of the comment window 104, the distance of the 
horse-riding horse 105 and the instructor horse 106 will be maintained by the proper 
range, and distance will be expanded if unsuitable operation is performed. If the 
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distance separates more than predetermined, evaluation of a player will fall. 
[0036] Directions are taken out with whipping practice to the comment window 104 
so that the push button switch 7 defined as a whip button may be depressed 
continuously and may be operated. Evaluation of operation of a player becomes high, 
so that time until the speed of a horse-riding horse increases and it reaches full 
speed is short, whenever the whip button 7 is pushed. Moreover, in whipping practice, 
notes when using a whip in a horse race are displayed on the comment window 104. 
For example, although the capacity of a horse will be appropriately pulled out if a 
whip is used appropriately, if it uses more than required, the purport by which 
stamina is wasted will be displayed. 

[0037] As shown in drawing 5 , the strategy system lesson LS 2 is constituted 
considering making a player understand the race expansion suitable for the property 
of a horse-riding horse as a main purpose, and is divided into two of stages which 
teaches start practice and race expansion to a player. Although start practice is 
performed like the time of the operation system lesson LS 1 , if the start suitable for 

0 f a horse-riding horse is not performed, evaluation will fall. For example, the 
time limit since the possibility of defeat will become high if a start goes wrong in 
case the horse-riding horse characterized as recess or precedence is operated, 
after the gate opens until a horse-riding horse comes out of the gate is set up short, 
and, in the case of a difference plain-gauze last spurt type horse-riding horse, the 
time limit is set up for a long time on the contrary. If the time limit is exceeded, a 
start will redo, and if a next door and start failure exceed the number of times of 
predetermined, the strategy system lesson LS 2 will be ended. 
[0038] If it succeeds in a start, signs that the horse-riding horse runs a practice 
course will be displayed on the main window 101, and the tips on race expansion will 
be suitably displayed on the comment window 104 according to the trip. For example, 
as shown in drawing 8 , the comment which devises in the comment window 104 and 
tells the time is displayed, and the display to which acceleration operation (operation 
pushed in ahead) of a control lever 6 and use of the whip button 7 are urged 
according to it is performed. Thereby, it can know what operation a player should be 
devised and should sometimes perform. In addition, the fundamental knowledge 
which the player should know when performing horse races, such as a view of the 
reference-by-location method and furlong rod which were set by **** of a horse- 
riding horse, and a gall board, is taught to a player by the picture of the main window 
101, and the comment of the comment window 104, and the technical problem 
according to the directions is given to a player. You may teach a gall board to a 
player using the monitor window 102. 

[0039] If a horse-riding horse makes a goal at the strategy system lesson LS 2, next, 
practice will be advanced to the graduation race LS 3. In a graduation race, if a race 
is briefly performed from a start to gall on a practice course and a player makes a 
mistake by the trip, the comment which tells it will be displayed on the comment 
window 104. A practice game will become clear if fixed results are obtained in this 
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graduation race. 

[0040] Whenever the above lessons LS1-LS3 are completed, the evaluation result of 
a lesson is displayed on the screen of display 3. Processing of a game is advanced 
to Step S13 of drawing 3 in this stage, and it is distinguished whether the evaluation 
result has attained the predetermined norm. If the norm is attained, when it will be 
distinguished whether the last stage, i.e., a graduation race, was completed (Step 
S14) and the graduation race will not be completed, processing is returned to Step 
S12 and the lesson of the following stage is started. 

[0041] If a graduation race is cleared, the scene in which affirmative judgment of 
Step S14 is carried out, it follows, and a graduation demonstration screen, for 
example, a player, receives the diploma of a horse race school and horse-riding 
license will be displayed (Step S15), game over is displayed continuously (Step S16), 
and processing is returned to Step S1 after that. The player which graduated from 
the horse race school cannot move to race mode, unless the coin for performing the 
following game is thrown in. 

[0042] If it is distinguished whether the player threw in coin in the predetermined 
time and KONTI new operation was performed (Step S17) and there is KONTI new 
operation when it is judged that the norm is not attained at Step S13, processing will 
be returned to Step S12, the same lesson will be performed, and if there is no 
KONTI new operation, processing will be advanced to Step S1 6. 
[0043] When a player chooses race mode by step S4, Step S5 is denied and a race 
game is performed according to Steps S21-S28. In race mode, a time-axis is set up 
on a game, the four seasons is set up in order of winter, spring, summer, and autumn 
along with the time-axis, and according to the four seasons, two or more stages 
(race) shift a stage, and are prepared so that clearly from drawing 9 . In order to 
raise the reality of a game, the name according to the race actually held is attached 
to each stage. And in accordance with the scenario of aiming at a victory, a game is 
advanced on the last stage positioned as a big title, a player carrying out the ** 
game of two or more stages with the horse-riding horse of self. Hereafter, the detail 
in race mode is explained. 

[0044] If it goes into race mode, route selection by the player will be performed first 
(Step S21). By the actual horse race, the race which can enter according to the sex 
and age of a racehorse has a limit, and the combination of the race entry race which 
let every year pass according to it changes. In order to reproduce this on a game, 
for example, a 4 years-old stallion route, 4 years-old an old Umaji line, etc. 

are prepared, and those either is made to choose it as a player in this game first. 
Incidentally, the stage composition of drawing 9 is an example when a 4 years-old 
stallion route is chosen. When a different route is chosen, that from which stage 
composition also differs is prepared. 

[0045] If a route is chosen, one horse-riding horse set as the operation object of a 
player will be chosen from two or more horse-riding horses which belong 
subsequently to the route (Step S22), and stage selection will be performed following 
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it (Step S23). Stage selection is operation which chooses the stage (race) which 
enters in a degree according to the stage composition shown in drawing 9 . Although 
CPU50 changes the difficulty of each race according to the selection situation of 
this stage, it mentions later for details. 

[0046] If a stage is chosen, subsequently the demonstration screen before race 
entry will be displayed (Step S24), and a race will be performed after that (Step S25). 
In this race, the race screen 120 shown in drawing 10 is displayed on the screen of 
display 3. 

[0047] The race screen 1 20 is equal to the thing except the instructor window 1 03 
from the school mode screen 100, and the comment window 104. The speed gage 
122 and the stamina gage 123 in which the speed and stamina of the indicator 121 
and horse-riding horse which show the ranking of the present player are shown, 
respectively are displayed on the main window 101. Moreover, the cursor 124 which 
shows the position of the horse-riding horse of a player is displayed on the **** 
monitor window 102. It operates a control lever 6 and the whip button 7, and a 
player manipulates the horse-riding horse of self, referring to these displays, and 
fights each race. 

[0048] The relation with the reaction of a horse-riding horse to operation of the 
control lever 6 in race mode and the whip button 7 is equal to it at the time of the 
lesson in school mode. Therefore, race mode can fully be enjoyed now by loading a 
horse race game with practice in school mode also with an unfamiliar player. 
Although determined based on various elements, it is calculated so that the order of 
arrival of a race performs operation whose player fitted of a horse-riding horse 

fundamentally, and it may become a high order. Moreover, high order winning a prize 
becomes difficult, so that the difficulty of a stage is high, even if it performs the 
same operation. 

[0049] After a race finishes, a fixed time indication of the demonstration screen 
after gall in which a situation immediately after each horse makes a goal is shown is 
given (Step S26), and it is distinguished whether the player made a goal by the 1st 
place after that (Step S27). If it is distinguished whether it ended to the Emperor 
prize or the Kikkasho race when it was the 1 st place and was the example of the 
last stage, i.e., drawing 9 , (Step S28) and it becomes before an end, processing will 
be returned to Step S23 and a game will be advanced to the next stage. After the 
last stage is completed by the 1st place, affirmative judgment of Step S28 is carried 
out, a predetermined ending demonstration screen is displayed (Step S30), and 
processing is returned to Step S1 after that through the input (Step S31) of the 
name over the total score which the player mentioned, and the display of a game 
exaggerated screen (Step S32). 

[0050] In race mode, if the 2nd I ss than place is won on one of stages, negative 
judgment of Step S27 will be carried out, and a predetermined defeat demonstration 
will be displayed (Step S33). Then, if it is distinguished whether the player threw in 
coin jn the predetermined time and KONTI new operation was performed (Step S34) 
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and there is KONTI new operation, processing will be returned to Step S23 and a 
game will be resumed from stage selection. If there is no KONTI new operation, 
processing will be advanced to Step S31. 

[0051] Next, with reference to drawing 9 , drawing 11 , and drawing 12 , the relation 
between stage selection and the difficulty of each stage is explained. 
[0052] In this game, two or more stages are set up as alternative to at least 1 time 
of a play opportunity until it reaches the specific stage so that two or more stage 
selection roots may exist, by the time it reaches a specific stage so that clearly 
from drawing 9 . For example, a specific stage, then the next play opportunity of the 
"Satsuki-Prize Horse Race" are received in "the Japanese Derby." By the time 
three stages, "the Japanese Derby", "pudding SHIPARUS", and a "green-leaves 
prize", are prepared as alternative, consequently it results from the Satsuki-Prize 
Horse Race to the Japanese Derby Satsuki-Prize Horse Race -> a total of three 
stage selection roots, the root of the Japanese Derby, the root of the Satsuki-Prize 
Horse Race -> pudding SHIPARU -> Japan Derby, and the root of the Satsuki-Prize 
Horse Race -> green-leaves prize -> Japan Derby, exist. 

[0053] In this case, CPU50 sets up the condition (refer to drawing 4 ) of a horse- 
riding horse based on the time interval between the Satsuki-Prize Horse Race and 
the next stage. If the time to the next stage is specifically suitable, condition will be 
improved and short ******** condition will get worse [ an interval ]. Moreover, when 
an interval is vacant too much, condition will return to an initial state. Therefore, 
since the interval is short when an interval changes to eye a suitable hatchet by "it 
is usually "good condition from "" in progressing to the Japanese Derby from the 
Satsuki-Prize Horse Race, and condition progresses to pudding SHIPARUS or a 
green-leaves prize from the Satsuki-Prize Horse Race as shown in drawing 1 1 , 
condition falls to "it is a bad condition a little." And when progressing to the 
Japanese Derby from pudding SHIPARUS or a green-leaves prize, since the interval 
is short, condition serves as as [ of "being a bad condition a little" ], without being 
improved. 

[0054] As shown in drawing 1 1 , according to the combination of the capacity of the 
member who enters, difficulty peculiar to a stage, like "it is "easy", common 
[ "common" ], and difficult" is set to each stage. You may determine by the random 
number what member gathers in which stage, and it may be beforehand fixed for 
every stage. What is necessary is just to define the difficulty by the member based 
on the capacity (to refer to drawing 4 ) set up for every member. 
[0055] And the comprehensive difficulty of each stage is determined based on the 
difficulty which becomes settled according to a member s capacity, and the 
condition of the horse-riding horse which the player chose. For example, since the 
high member of capacity gathers for "the Japanese Derby", although the difficulty 
judged from the member becomes "difficult", since the condition of a horse-riding 
horse is improved when it progresses to the Japanese Derby from the Satsuki-Prize 
Horse Race, comprehensive difficulty becomes "common." Since the condition of a 
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horse-riding horse gets worse when it passes through pudding SHIPARUS or a 
green-leaves prize to it f the comprehensive difficulty of the Japanese Derby 
becomes "difficult" and possibility that a player will win in the Japanese Derby 
becomes low. 

[0056] CPU50 determines the difficulty based on the member composition of each 
stage, and the condition at the time of progressing to each of a selectable stage by 
the method mentioned above whenever processing was advanced to Step S23 of 
drawing 3 , and displays these condition and difficulty on a player as a standard of 
stage selection. 

[0057] Drawing 12 shows the example of the stage selection screen 130 displayed 
on a player corresponding to Step S23 of drawing 3 , in case the Satsuki-Prize 
Horse Race is completed and it moves to the next stage. While a selectable stage is 
displayed on the degree of the Satsuki-Prize Horse Race according to the stage 
composition of drawing 9 , it is collectively expressed as the stage selection screen 
130 by the emblem 131 which shows the condition of the horse-riding horse 
determined according to the above-mentioned rule, and the comment 1 32 which 
expressed difficulty (difficulty which becomes settled by the member) peculiar to 
each stage in the "beginners' class", "the middle class" or, and the "upper class", 
so that clearly from this drawing. The "middle class" corresponds to the "beginners' 
class" "being easy" in the column of the member of drawing 1 1 , and "it is usually 
"upper class to "" corresponds to this column of drawing 1 1 "being difficult", 
respectively. [ of this column of drawing 1 1 ] 

[0058] According to a setup and its display of the above difficulty, the stage where 
the player fitted self skill can be chosen, and the play according to level can be 
enjoyed. For example, it can advance to the last stage comparatively easily by 
continuing selection to which comprehensive difficulty becomes low, if it is the 
player which is not used to a game, and on the contrary, if it is the player which 
became skilled in a game, the satisfaction when dominating the challenge volition and 
it to a game can be raised by continuing selection to which comprehensive difficulty 
becomes high. 

[0059] In addition, the capacity of the horse-riding horse used in race mode changes 
according to the type (refer to drawing 4 ) and season which were assigned to each 
horse. Three, a "premature type", a "common type", and "evening molding", are 
prepared for a type. Although comparatively high capacity is assigned from early 
time in a premature type case, there is little elongation of the capacity. Although 
capacity is low, if a season progresses, evening molding will be set up at the reverse 
and early time so that the capacity may be extended greatly. As for a mold, a 
middle-[ both ] property is usually given. By such setup, signs that a horse-riding 
horse grows can be directed, a player comes to have attachment to a horse-riding 
horse, and the interest over a game increases as the ** game of the stage is carried 
out. About other horses operated by CPU50, growth and decline of capacity can be 
directed similarly. 
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[0060] With the above operation form, CPU50 functions, respectively as a selection 
means (Steps S4 and S5), the 1st game execution means (Steps S21-S28), the 2nd 
game execution means (Step S 1 1-14), a distinction means (Step S3), and a game 
management tool (Step S3). 

[0061] this invention is applicable to various kinds of arcade game machines with 
which not only a horse race game but expertise is demanded. The scope is not 
restricted to the thing about special races, such as a cycle race and a motorboat 
race. Moreover, the above-mentioned school mode can also be applied to the field of 
a home video game machine, and the need of those who do not have such 
knowledge even if interested in a horse race in that case can fully be evoked. 
[0062] Although it enabled it to play race mode or school mode alternatively by 
throwing in the coin of a predetermined frame with the form of operation, this 
invention is applicable also by the game system of the form which replaces with coin 
and drops economical value to a game with the medal and prepaid card only for 
games. 

[0063] 2 sets of input units are prepared to one case, and it is good also as waging 
war being possible between two players in race mode. Two or more cases are 
connected by means of communications, and it is good also as communication 
waging war being possible. 
[0064] 

[Effect of the Invention] As explained above, in invention of claims 1-3 Prepare two 
kinds of games as a countervalue to the fixed economical value which the player 
dropped, and while positioning one game as a practice game which makes a player 
master operation required for the play of the game of another side Since it 
prevented from playing another game if either of two kinds of games was chosen 
unless the player dropped fixed economical value to the following game Only the 
volume corresponding to the economical value which the player dropped to each of 
two kinds of games can be given. The latus game system of the customer layer can 
be satisfied [ with both a player unfamiliar in the game which needs special operation 
and special knowledge like a horse race, and the player which became skilled in such 
a game ] of a layer is realizable. 

[0065] Since a player can be made to master knowledge and operation required in 
order to perform a horse race race, playing a practice game as it is natural according 
to invention of claims 4-7, even if it is the player which is insufficient of the 
knowledge about a horse race, a horse race game can fully be enjoyed. 



[Translation done.] 



* NOTICES * 



H1 1-179056 



19 



Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not 
reflect the original precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] The perspective diagram showing the appearance of the game machine 
concerning 1 operation gestalt of this invention. 

[Drawing 2] The block diagram of the control system of the game machine of 
drawing 1 . 

[Drawing 3] The flow chart which shows the procedure of the game performed in 
CPU of drawing 2 . 

[Drawing 4] Drawing showing notionally the structure of the data of the horse-riding 
horse used in the game of drawing 3 . 

[Drawing 5] Drawing showing the composition of the lesson carried out when school 
mode is chosen in processing of drawing 3 . 

[Drawing 6] Drawing showing the school mode screen displayed when school mode is 
chosen in processing of drawing 3 . 

[Drawing 7] Drawing showing the game screen at the time of start practice of 
drawing 5 being performed. 

[Drawing 8] Drawing showing a game screen in case the time of a mechanism is 
shown in a player in the lesson of drawing 5 . 

[Drawing 9] Drawing showing an example of the stage composition set up when race 
mode is chosen in processing of drawing 3 . 

[Drawing 10] Drawing showing the race mode screen displayed when race mode is 
chosen in processing of drawing 3 . 

[Drawing 1 1] Drawing for explaining the setting method of the difficulty in the case 
of progressing to the Japanese Derby from the Satsuki-Prize Horse Race in the 
stage composition of drawing 9 . 

[Drawing 1 2] Drawing showing the stage selection screen displayed in stage 
selection processing of drawing 3 . 
[Description of Notations] 

1 Game Machine 

2 Case 

3 Display (Display Means) 

4 Input Unit (Input Means) 
50 CPU 
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51 Display-Control Circuit 

52 Sound Control Circuit 

53 Loudspeaker 

56 Auxiliary Memory 

57 Bus 

58 Coin Acceptance Equipment 

100 School Mode Screen 

101 Main Window 

102 **** Monitor Window 

1 03 Instructor Window 

104 Comment Window 

105 Horse-riding Horse 

106 Instructor Horse 
1 20 Race Screen 
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